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INSTRUCTIONS 




For Use With ColeecVision w or the ADAM rv Family Com' 
puter System! 

Use your ColccoVisron ,Li ' hand controller or your Super Ac¬ 
tion 11 ' cor Ira liar wilt) this game. 

You’re in the middle of the greatest sea and air battle ever 
fought Line up your crosshair sights and (ire at the biitiIn- 
ships, mines and mis sites zooming RIGHT AT YOlil 


Plays tike the SUSP DC" - arcade garnet 


CO LEGO 

























































GAME DESCRIPTION 



A flcei of hostile forces has assembtad around your vessel. 
But this fleet is unlike any you've encountered. Flying 
saucers fire missiles and mines as they rush at you. Ships 
launch torpedoes. Line up your crosshair sight and shoot 
back! At the lowest altitude, your Subroc vessel fires tor¬ 
pedoes at the cruisers and drones. Raise your sight and 
unleash missiles a I the flying attackers. Shift left and right lo 
avoid enemy fire. Just when you think you've got control 
the deadly command plane attacks! 
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GETTING READY TO PLAY 


MAKE SURE THE COLE COVISION 11 CONSOLE IS OFF BE¬ 
FORE INSERTING OR REMOVING A CARTRIDGE, 

One-Player Game 

Use the Port 1 controller. 

Two-Player Game (Alternating Players) 

Player 1 uses the Port 1 controller, Player 2 uses the Port 2 
controller. Player i begins, and each torn lasts until the 
player's vessel is eliminated. 

Choose your challonge. 

Press (he Reset Button, The Title Screen appears on your 
TV. Wait lor the firsl Game Option screen to appear. Choose 
between a one- or iwo-playBr game. Then the Skill Selection 
screen appears. Each player selects his own skill level by 
pressing the corresponding number button on his controller 
keypad. 

Skill 1 is ihe easiest game. Action is slow enough 
for the beginner. You gel three Sub roc ves¬ 
sels per game. 

S dll 2 enemies move faster than enemies in $kj[1 1. 
There are more or them, too* You get three 
Subroc vessels per game. 

Sk ill 3 is as dilficult as the arcade game. You get 
three Subroc vessels per game. 

Skill presents the toughest Subroc challenge yet. 
if you thought Skill 3 was hard, try this! 1 You 
gel three vessels per game. 
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USING YOUR CONTROLS 




CO LECO VIS ION * SUPER ACTION 11 ' 

HAND CONTROLLER CONTROLLER 


ACTION 

BUTTONS 


CONTROL 

CONTROL STICK 


KEYPAD 


SIDE HUTTON 


KEYPAD 


1, Keypad Keypad But Ions 1-4 allow you to select the 
Gamp Options you want to play. 

2. Contra] Stick: Press the Control Stick to change your 
view and to dodge enemy lire. The crosshair sight moves 
in any direction you press the Control Stick. 

3- Side Buttons (Co leco Vision" Controller): Press either 
Side Button to fire your weapons, Ar the lowest altitude, 
you fire torpedoes. At higher altitudes, you lire missiles. 

A. Action Buttons (Super Action 1 2 ' 1 Controller): Press and 

release either the top (yellow) or second (orange) Action 
Button to make your Suhroc vessel tire. 
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HERE’S HOW TO PLAY! 


Let the battle begin! 

You must defend the sea against wave after wave of hostile 
enemies. Get the (eel of your weapons. Remember — when 
you're at the lowest altitude, you fire torpedoes, At higher 
altitudes, you fire missiles. Aim well. Gather your courage! 



Cruisers and battleships steam across the see. You can elim¬ 
inate them with your torpedoes. But don’t concentrate on 
them alone! Flying saucers dash at you. Raise your sights 
and lira missiles at them. Look out 1 They shoot missiles and 
mines. Avoid their lire by Shifting left er right or by dropping 
your sight. But now the cruisers and battleships launch 
torpedoes! 5 
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Bonus! 

There’s a surprise waiting for you. A mystery ship can ap¬ 
pear in every attack - but you never know when.. When you 
hit the mystery ship, a bonus value appears and the words 
“MYSTERY SHIP!" blink. You win the bonus points dis¬ 
played! But don't take too long. Mystery ships don't hang 
around to get shot! 

Attack in formation. 


You've escaped the ships and saucers. But your Sub roc ves¬ 
sel i'S not alone! Green fighters fly at you in close formation. 
Eliminate them all before the next attack and you earn bonus 
points. It you don't, they lire missiles at your ship. 
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Ships and Interceptors* 

The boats have returned with 
interceptors to eliminate your 
Subrec vessel. UPnlitke fighters, 
interceptors fill the sky. They don't attack in formation. Keep 
your sight moving When you sense an opening, fire! And 
don't forget: the mystery ship could appear at any time, 



Drones and flying saucers. 

Remember the flying saucers? They 
can't resist attacking again. Only this 
time they've brought some friends 
along: drones that weave across the Sea as they tiro torpe¬ 
does. missiles and mines at your vessel. Drones are just as 
vulnerable as cruisers and battleships, You must hit them 
with a torpedo to knock them out of action 
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Blast the Command Plane! 

The sea clears. A bonus value appears in the Mystery Bonus 
Indicator. Suddenly, the Command Plane swoops In from 
above, The bonus value starts to decrease- If you eliminate 
the Command Plane be lore the bonus value hits zero, you 
win the points in the Mystery Bonus Indicalor, 

The Command Plane is a tricky opponent. It fires missiles 
arid hides behind a moving shield. Jf you hit the center of the 
shield, il vanishes for a split second and you earn points! 
Then fire your missile at the Command Plane. 

Daytime, nighttime, and in between. 

In even-numbered rounds {Rounds 2, 4, 6. and so on), you 
start out battling during the day When the sky turns from 
blue to orange, you’re in twilight. Keep a sharp eye! Soon 
the sky (urns to black. It’s dead of night as the battle pro¬ 
gresses! Time continues to shift until you reach the next 
odd-numbered round, when daylight prevails. 

The game is over when ell your Sub roc vessels have been 
eliminated. 

Special Pause Feature 

Press 5k during a game to pause, The screen blanks and 
music plays, PressH*again to return to the game at the point 
where you stopped. There's a slight delay before the action 
begins again. 



g 







Starting over. 

Press * after a game to replay the S US ROC game option 
that you have just played. Press # to return to the first 
Game Dpi ion screen, 

Reset 

Pressing the Reset Button on the console stops the game 
and returns you to the TitJe Screen. Reset can be used to 
start a new game ai ary time, and can also ba used in the 
event of a game malfunction. 


SCORING 


PLAYER ELIMINATES 

POINTS: 

Battleship . _.^. 

.ISO 

intercepted.......... 


Cruiser .. 

-.4CQ 

Drone . . 

........p.... 400 

Fighter. 

. . .400 

Flying Saucer. 

...400 

Shield. 



Multiply! 

For each enemy eliminated, you earn I he points listed above 
plus 100 points times the number of the round you are play¬ 
ing. When you confronl the Command Plane, the Mystery 
Bonus indicator starts at 2000 points plus 1000 points times 
the number of the round you are playing, As time goes 
by, this value decreases, if the value hits zero before you 
eliminate the Command Plane, you earn no paints for 
eliminating it. 
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Mystery Bonus! 

Eliminate the Mystery Bonus ship and win the points dis¬ 
played in the Mystery Bonus Indicator. 

Bonus Vessels. 

You win a bonus vessel when your score reach a? 20.00D 
points. Win another vessel at 100.000 points and at every 
100,000 points thereafter. 


THE FUN OF DISCOVERY 


This instruction booklet will provide the basic Information 
you need to get started playing SLJBPGC, but it is only the 
beginning? You will find that this cartridge is full ol special 
features that make SUBROC exciling every time you play 
Experiment with different techniques — and enjoy the game] 


90-DAY LIMITED WARRANTY 


Cole go warrant s to the original consumer purchaser in 
the United States of America that ibis video game cartridge 
will be free ol delecls in malarial or workmanship for 90 days 
Irom the dale of purchase under normal in-house use. 

Coleco's sole and exclusive liability for delecls in male- 
rial and workmanship shall be limited to repair or replacemenl 
at Its authorized Coleco Service Station. This warranty does 
not obligate Co le co to b e ar the cosl of tran spo rtat io n c h arg a s 
in connection with the repair or replacement of defective 
parts. 

This warran t y i s i nva I id* i f the do m age or defect is cau serf 
by accident, act of God, consumer abuse* unauthorized 
all r rat ion or repair, vandalism, or misuse. 
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Any implied warranties arising out of the sale of the 
video game cartridges including the Implied warranties ol 
merchantability and titnessfor a particular purpose are lim¬ 
ited to the above 9D day period- Coleco shall in no event be 
liable for incidental consequential contingent or any other 
damages. 

This wa rrant y give s yo u spec if i c I egai r ig hts, and yo u m ay 
have other rights which vary from State to Stale. Some states 
do nol allow the exclusion or limitation of incidental or con¬ 
sequential damages or limitations on how long an Implied 
warranty lasts, so Ihe above limitations or exclusions may nol 
apply lo you. 

SERVICE POLICY 

Please read your Vrdeo Game Owner's Manual carefully 
before using the produtl, If your video game cartridge fails to 
operate properly, please refer to the trouble-shooting check¬ 
list In Ihe Owner's Manual for your particular video system. If 
you cannot correct the malfunction after consulting the trou¬ 
ble-shooting checklist, please call Customer Service 00 
Cafeco's toll-free service hotline; 1-800-842-1 £25 nation¬ 
wide. This service is in operation Irom B:QQ a.m. to 5:00 p.m. 
Eastern Standard Time. Monday through Friday, 

ff Customer Service advises you to return your video 
game cartridge, please return It postage prepaid and Insured, 
wi t h you r name, a d dre ss, proof of I h e date of pure h aso, a n d a 
bnef description of the problem to ihe Service Stall on you 
have been directed to return it to by Ihe toll-free service 
information, if your cartridge Is found to be factory defective 
during Ihe firsl 90 days, it wffl be repaired or replaced at no 
cost to you, If the cartridge is found to have been consumer 
damaged or abused rind thereiore not covered by the war¬ 
ranty, then you will be advised, in advance, of repair costs, 

If your cartridge requires service after expiration of the 
P0 day Limited Warranty period, piease calf Cnleco's toll- 
free service hotline for instructions on how to proceed; 

1 - 600- 64 2-1225 n ationwld p. 
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SUBROC™ urd SEGA"' are trademarks of SEGA ENTER¬ 
PRISES, INC. © 19S2 SEGA ENTERPRISES, INC. 

ADAM 1 ", Super Action™ and CoiecoVision J are trade¬ 
marks of Coleco Industries, Inc. 

Package, Program and Audiovisual£ 1 yS3 Colcco Indus¬ 
tries, Inc. Amsterdam, New York 1201Q 








